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Well, this isn’t exactly what | 
had in mind to be my original ‘Letter 
from the Editor’ this month, but as 
usual, life changes my plans. This 
time though, it has changed it ina 
most dramatic way. 

Starting in mid June, | will be 
out in Maryland, working for Interact 
Accessories in the GameShark.com 
department. This unfortunately means 
that | will no longer be able to do 
Game Rave magazine, since my staff 
is back here in Illinois, and all of my 
free time will be used up readjusting to 
my new surroundings. For now, Game 
Rave is going on an indefinite hiatus, 
but when it will be back, I’m not sure. It 
will live on though, in spirit, through my 
new position as an assistant editor/ 
producer with Interact’s publication 
material, Dangerous Waters, as well 
as contributing to the on-line area and 
other endeavors. 

For four years, Game Rave 
has proven the impossible; producing 
a monthly magazine with a compa- 
rable amount of reviews, news, codes, 
and articles that the pro-mags offer. 
The most important difference though, 
the one factor that separated us from 
the professional world, was our honest 
(and sometimes horribly honest) 
opinion and providing the reader with 
the absolute truth about a game. More 
over, we also had the bonus of being 
able to talk with our readers and other 
gamers directly, something you can’t 
get with the glossy cover guys. | hope 
that in my absence, that activity 
maintains itself, because it’s one of the 
most important aspects in keeping a 
well-orientated gaming community. 

So what is going to happen to 
Game Rave? To be honest, probably 
a form of ‘working retirement’. Eventu- 
ally | will get around to starting a pet 
project that | have always wanted to 
do, which is a game data base 
archive, both print and on the internet. 
Ever since the Nintendo, and to an 
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extent, the Atari 2600 days, | have 
wanted to map the progress of video 
games. Not the actual industry or 
specific company development, but 
the actual evolution progress. What 
makes a game fun? What makes this 
Street Fighter better than this Street 
Fighter? It will take a lot of free time, 
something | never really had before. 
With my magazine style work and 
actual game playing time now com- 
bined into one job, the much needed 
free time should hopefully arrive. 

To be honest, | was hoping | 
could be more talkative for this final 
editorial, but instead | find like there’s 
nothing | could say that could really 
some up what I’m feeling at this point. 
The 24 hour shifts, the slaving over a 
hot printer, the stress of being out on 
time, the lost files, the computer 
crashes, everything that’s caused me 
turmoil in running a fun little publica- 
tion has finally paid off. What's more 
important though, is that my life has 
come full circle. Four years ago | hand 
picked the people | wanted to help me 
make a publication that would work for 
the readers, and show that the players 
knew just as much and more than the 
professional publications. Flash 
forward, and here | am being picked 
by the people in the professional world 
to help make a publication that will 
work for the readers, this time with a 
much broader reader base. 


Unfortunately, this is the most’ 


we could muster for a final issue. With 
the trip to Maryland, Anime Central, 
my packing, and everyone else 
finishing up school and/or having to 
work odd hours, there just wasn’t time 
for an issue to be done. Our past 
though, speaks for it itself, and like 
Michael Jordan, we leave at the peak 
of our existence. The inertia of 4 years 
worth of memories and good times will 
fuel the final moments of this editorial. 
I'll see you on the next page. 


Rave on, 
Jason Dvorak 


THE G00D Bye Issveé 


There is something different about tonight 
than previous nights. For once, I got to just sit and 
enjoy the rain, a fine mist in the cool summer night 
sky. For once, I got to just sit back and take in the 
beauty of silence. For the first time, I am slowly 
coming to the realization that my life is about to take 
a tremendous turn. 

I’ve never been good with the concept of 
time, heck many issues of Game Rave were done and 
finished the morning they were released. As I write 
this, there are only 10 days till my trip out to my new 
home in Maryland and 15 days till I start the first day 
of my new job at GameShark.com. 

10 Days. Not enough time to call all the 
people I know and tell them all I wanted to tell them. 
Not enough hours to figure out things to make sure 
they’re done the way I want them done. Just enough 
time to make quick exit and set up a temporary 
situation in my new apartment. Not enough time to 
really understand and appreciate the events that have 
unfolded before me and brought me to where I am 
now; the beginning of my true ‘grown up’ life. Salary 
type job, 8 to 5 hours, weekends off, big half-cubicle, 
my own apartment, and more are now the main 
attractions in my life. All 1000 miles away from 
everything I have grown to know, love, and take for 
granted. This will take a bit to get used to. 

While this may sound like a more in-depth 
re-read of my Thanksgiving Issue article, I find it 
imperative to repeat it all again, this time just a bit 
more explanation. 

First and foremost, I have to thank the entire 
Game Rave staff, past and present. Mike, Matt, and 
Tom are a trio to be reckoned with, especially when it 
comes to RPGs and fighting games. Mike is a natural 
at figuring out combos, Tom knows what every move 
can do, who does it and why, and Matt can make 
Vega do things not possible in Alpha 3. Lavell and 
Lawrence is the other side of the group coin. Multi- 
player game freaks to the end, they take in more frags 
than whole teams do. Lavell could find a game’s 
glitch within seconds, and Lawrence always kept the 
reviews short and sweet. Shane Walsh, one of two of 
my staff that could be considered the ‘responsible 
adult’ in the party, who let us hang out at his house 
and do reviews on his 60 inch TV screen. He was one 
of the best verbal pranksters on the staff, alongside 
Byron and Lavell. Byron is the 3D-fighter man, as 
well as the expert driving game master. Heck, he 
drives one of the Gran Turismo cars in real life, how 
could he not be? Then there’s Sam, Shane D., and 
Courtney, who became the ‘long-distance’ team. With 
Courtney and Sam operating out of state and Shane 
on the opposite side of our state, the three of them 
still pulled off the required monthly work assign- 
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ments and reviews. The last person to join our team, and 
unfortunately only get a chance to work on about 3 issues, 
is Bob. Bob rocked. Where Tom would produce quality 
and fact filled articles, Bob was able to do the same with 
reviews, but in the area of quantity. I still have about 9 
reviews from him that need to be printed. Last, but 
certainly not least, are Alan and Audra. Both donated their 
time to copy edit what they could (which wasn’t much, 
since most articles were turned in the day of press, natch). 
It was because of everyone’s hard work that Game Rave 
performed the way it did. 

Along with the staff, there are the outside sources 
that helped provide content for the magazine, mostly in the 
code department. Game Sages, one of the biggest on-line 
code sources today, helped us with code content for the 
majority of the magazine’s run. Game Software Code 
Creators Club also let us have access to their cheat device 
archives. 

Probably the most prominent step that Game 
Rave took in its 4 year run came with e-mail from Dan 
Ullmann at Interact. Dan had found us out and asked us if 
we would like to donate our reviews to Shark Wire. With 
our reviews now out to a wider audience, everything 
seemed to be going its usual pace. 

However, with all the thanks and gratitude that’s 
been said, and with all the hard work that’s been put into 
the magazine, in all honesty, even if this job at Interact had 
not come along, the magazine would probably still have 
ended in August. The reason being that it was getting to 
hard to keep everyone in constant contact, as well as the 
new semester of school coming up. With the crew being 
spread out thinner and thinner, between new jobs, other 
responsibilities, and an overall sense that it was time to 
move on, the decision to finally close down GR was 
solidified when I got the call from Interact. In a weird way, 
it feels like a tremendous burden has been lifted off my 
shoulders, but in another sense, it feels like I have lost a 
friend. I had grown very attached to the publication, and 
I'll be dead honest; the night I decided that it was time to 
call it quits, I cried for a good minute or two, really hard. 
Four years really is an eternity in the gaming world, and to 
sit here, knowing I’m giving that part of my life up to 
finally move on, is overwhelming. 

Since I asked the other guys who contributed to 
this final issue to write a little about themselves, I feel I 
should do the same. You already know about my Game 
Rave side, so here’s the real me in a nut shell. 

I’m a bonafide game freak. I don’t get out that 
much. I own a Japanese Black and White Neo Pocket, 
Dreamcast, Neo Geo Cartridge console, Super Gameboy, 
Genesis, Sega CD (both in the form of my CDX)a 
Genesis 3, 32x, Playstation,, Super Nintendo, Intellivision 
with Intellivoice, Atrai 2600, 3 Turbo Grafx, 2 Turbo 
Grafx CD’s, 1 Turbo Duo, Nintendo, and soon I will own 
the PS2. I have somewhere in the vincinity of 900+ games. 


continued from previous page - 
I am trying to collect every US game for the Saturn, Turbo 


Duo (1 left!!!), Nintendo, Sega CD, Dreamcast and Playstation 
1. My favorite types of games are Arcade/action style games 
and RPGs. I’m starting to really get into puzzle games, but 
they have to be unique, like Intelligent Qube or Ballistic for 
me to play them. While I don’t care for sports games, I do play 
the arcade ones, like NBA Jam and NFL Blitz (me and 
Courtney use to have mad, MAD Blitz sessions at work...1’m 
still recovering). My favorite system, as if you couldn’t tell, is 
the Turbo Grafx, second to my Playstation. My current all 
time favorite game is Metal Gear Solid: Integral on the import 
PS1. It is my favorite for one reason alone: it’s the most 
original and properly adult orientated game I have ever played. 
It’s the details, the immensly awesome storyline, and the 
perfect blend of ‘reality’ and ‘video game reality’ I have ever 
been witness too, and will probably never see again. At least, 
not until MGS:2. My favorite fighting game is Super Street 
Fighter II Turbo. Everything was right, ‘cept some damage 
ratings. 


I take gaming very seriously, in a fun-loving way. We 
have to take it seriously, but not to the nit-pick sense that most 
professional magazines have taken, or the absurdly biased and 
un-educated stance magazines like Game Fan have taken. As 
long as everyone holds true to thier gaming beliefs (as well as 
the beliefs being fair and just), then the gaming world will see 
a revolution like it has never experienced before. 

I want to once again thank each and every one of you 
for taking part in, reading, and supporting Game Rave. I may 
be over-dramatizing this ending of the mag, but again; when 
you invested as much time as I have into it, good-byes are a 
little hard to swallow. 

Here’s to future endeavors, and the continuation of 
the video gaming world. 

Jason Dvorak 
Dangerboy 


PS I want to stay in contact with people as much as possible, 
so here’s all the contact info I have: 


e-mail: 
address: Jason Dvorak 
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on IRC: 


Short but Sweet 


\ee S Well, | can’t say | have been reading 
Game Rave for a while, (1 started when | became em- 
ployed by High Score (6352 W. 95th street, pass it along 


asked to write for him. So | started with my Sonic Pocket 
review. And well, | can’t help but feel a little weird about 
the end of Game Rave. | have been writing reviews for it 


coincidence or what? | didn’t think | was THAT bad.... But 
honestly, it’s been fun and | would love to see it come 
back in some form or another. Hopefully 1’ll see ya’ll later. 
Cheers for now. 


-Bob Dahlstrom 


to your friends...) alongside Jason in July of ’99) but | was 


for about three months max, and now it’s all over. Is that a 


It’s been great! Much like Atari everything has 


an ni i. Unibttireatoly this has to be the last column written by 


me for Game Rave. So | think Ill start with the thanks.. 

...First, thanks to Jason for allowing me the opportunity to 
share my passion for a game system that is more than 25 
years old and write for the magazine. It’s been fun and I'll miss 
it. Good luck in all you do and hope everything goes well for 
you! You worked hard for what you wanted and I’m glad to see 
you got it. Its been a long road from the days of passing 
comics to each other in homeroom class, and just because 
you have a real job and moving on doesn’t mean | won't 


unexpectedly show up at your window at 1:30 in the morning 
to go shopping for food. 


... secondly, thanks to the readers. | can only hope 
that you enjoyed reading about a game system that is more 
than 25 years old. | have always found it exciting to look at 
games from the Atari system and compare them to games 
today. It helps us see just how far we’ve come in such a short 
time. Just remember in the far future those of you who have 
kids and say something like “! remember the games on 
Playstation 2...man, they suck compared to this total 
immersion fun unit!.” then think back to Atari and smile. It’s 
been a pleasure writing for such a great audience. If anything 
| hope your knowledge of your passion has increased 
because of looking back. 

...and Thirdly, | would like to thank my fellow Game 
Rave staff. You have continuously kept me interested and 
waiting for the next issue to come out to see your reviews of 
games. | always waited to see how you rated the new games 
before | went out and bought anything, and you haven't let me 
down yet. It was a great pleasure and great fun to finally meet 
some of you at ACEN and get to know you better, sadly 
though it had to end so soon. | felt proud to list my name 
along side of yours in the staff list. 

Well | guess that’s about it....Jason told to us to tell the reader 


a little bit about ourselves...so I'll wrap my finial column with 
that. My major at UIUC is English/ Cinema Studies and in my 
little room down here | have below my TV an Atari 2600, 
Nintendo, Nintendo 64, and Playstation, along with hundreds 
of ROMS on my computer for stand up machines and Atari 
games (I’m currently working on Xybots (Atari, 1986) and 
Aztec Adventure (Atari 800XE, 1982) along with my daily dose 
of Tron). | wish | had more time for games but I’m also 
studying Japanese to prepare myself to teach English in 
Japan. My favorite standup machine is Tron and my favorite 
games are Journey Escape (Atari, nostalgic value), the 
Resident Evil series, Pac Man World, Bushido Blade, and 
some others. I’m the biggest Star Wars freak you'll find and | 
am currently getting into the Trigun series of Anime while 
listening to my Elemental Gearbolt soundtrack over and over. 
Oh yeah, and | like the Simpsons. There that’s all you get. In 
conclusion (sorry school paper mode kicking in there) It’s been 
a fun ride and | wish everyone a very Merry Christmas, no 
wait...whatever your heart desires...unless it involves a lot of 
death and killing...so | guess | don’t wish that (unless it’s for 
the death of all Dance Dane Revolution Machines, don’t worry 
guys the songs almost out of my 
head...bo0om,boom,boom)...let’s see instead | wish...for a 
Tron standup machine in my room...yes let’s all wish for that 
(oh and more finical aid for me)... yea that. 


Be Seeing you, 


Shane Dunkle 
Rear Vice Admiral Capt’n Atari Shane in 
charge of condiment distribution in the 


midwest. 


| didn’t think this day would come like this. 

game! For two years, if not more, | tried to provide 
some sort of a position of my own, stating what | felt was right, 
wrong, and in between in the realm of video games. Granted 
things have changed, such as who has the power, who doesn't, 
what games are admired, not, what sells and doesn’t, but over 
the course of this complete time I’ve striven to establish myself 
as one who sees things for what they are and try to judge and 
form opinions around those facts. Whether or not I’ve actually 
held myself to those guidelines isn’t the point of this document 
(not only most probably wrong), but the overall theme | wanted 
to present was to inform all of you of the things that are within 
this world of Video Games as well as the fact that the person, 
first and foremost, that should form or alter your opinions is your- 
self. 


Why did | babble endlessly in nearly every review? Why 
did | run an import section? Fonz Unleashed? | just want, and 
always have wanted, to inform you. 

At first | used to be very acidic in my attacks, letting 
them flail wildly and often making myself almost contradictory in 
prose; over time I’ve tried to be more realistic in assuming of 
what | expect of other people as well as what should form my 
own tastes. I’ve been forced to eat my own words many times 
now, which, for me, is akin to making me shove a rusty dagger 
into my left artery, and as a result | feel that I’ve lost a certain 
edginess compared to years past; however | still stand adamant 
behind many of the things that I’ve formed my opinions of and 
around for years now. | still feel Nintendo is crooked. | still feel 
Square is too domineering. | still feel Enix is ignored. That Capcom 
sometimes lets money undermine their quality. That Konami 
makes good games but makes better court cases. That Sony is 
the complete paradox of the world at this state (Sony, right now, 
is showing Nintendo what it’s like to compete in a market sce- 
nario much akin to what Nintendo had back with the 8 bit NES 
back in the late 80’s, but back then it was OK for Nintendo to run 
things, where now it’s the Evil Sony Corporation that can do no 
right). That Sega would be long dead, over and over again, were 
it not for third party support. That Atari basically is Sega without 
the third party support. That Midway epitomizes every positive 
and negative aspect about American video gaming. 

However | too have to understand that not everyone 
should adhere to my tastes... that dating games really aren't for 
the majority. That Xi Jumbo, Beatmania, Giga Wing, and other 


Silver Lining 


What can | say? My time writing for this 
terete was short. Some readers may not know who | am, 
but | started writing for Game Rave because | saw Jason talking 
about it one day one the Turbo mailing list, and it peaked my 
interest. | asked him if | could perhaps write for it, and he told 
me that because | have interest in older systems, | could write 
about the 16-bit era. | was thrilled. | dipped my feet in the 
waters of the three-man review a few times, but not enough to 
be a regular. | had a wonderful time writing for Game Rave, and 
it has rekindled my love for my TurboGrafx-16. | got out classics 
that | hadn't played in years, games like Ninja Spirit, 
Splatterhouse, Killer Instinct, and Keith Courage. | wish | 
would have had the chance to meet Jason and the rest of the 
gang, but | never did. | wanted to spend hours playing games 
with them at their various get-togethers that I’d hear about. 


A Look Back at One’s Self 


games make no sense to those that don’t care about them. That | 
shouldn't call Perfect Dark a Doom clone just as much as you people 
shouldn't call King of Fighters a Street Fighter clone. That Jojo’s 
Bizarre Adventure makes no good goddamn sense to those that 
don’t care. That sometimes people want to play a sports game but 
don’t have the equipment, people, or weather necessary to make it 
enjoyable. | have to learn, too. | guess that’s what life is. 

When | look back at old issues, | go from one right to the 
next, noting my typos, my mistakes, my grand overgeneralizations, 
my misaccusations, and so forth; at the same time, though, | do 
enjoy looking back at those days when the Saturn seemed a viable 
console and so on. This is an era of my life, in print, for me to view 
at any time | wish for me to reflect on always; | have no pictures of 
me playing these games but | have these articles. | have these 
saved on file and in print, as do all of you that have been with us. 
Those of you that have those old issues have all of us in the past as 
well, no matter how small or large any of our contributions may 
have been. 

Considering that the alternative to the past two years of 
my life would be either studious work with little to no visible and 
direct benefit, conforming to society’s normal standards and some- 
how finding enjoyment in sitting in a random pool hall for hours on 
end doing absolutely nothing to better myself or anyone else, magi- 
cally finding a way to enjoy working on a car that'll never run cor- 
rectly, or any other set standard of your typical teenage scenarios; 
| wouldn’t have any of those. 

Considering that I’m addicted to cigarettes, | have no girl- 
friend and haven't for ages, | have little money, no job, and now no 
magazine to even write for, as well as being forced to move back 
home, | can’t say that | can look at my life where it’s presently at 
right this moment and say “Yes, I’m glad to be here and I’m glad | 
made the trip.” 

It’s over, though, it’s over and done with. | have to move on 
and so do us all. 

Just remember, as long as I’m playing games, there will 
be some of you that will be as well, and before you pick up that 
game and look at it, pondering whether you should purchase it, 
think these last four words before any other question or thought 
crosses your mind: 

“Will | like it?” 

Tom McNulty 
TheFonz 


Game Rave helped me see the more real side to gaming, the 
side that magazines like Next Gen 

and EGM don’t present. Game Rave was and is a magazine that 
tells you what the games are really like, what you should and 
shouldn’t buy, and what’s on the horizon, all with a more personal 
feel to it. Faithful readers and not-so-faithful readers, heed these 
words: true gamers must be heard to keep the industry strong 
with good games. If we don’t speak up, we may keep ending up 
with Final Fantasies that decline in quality with each addition, 
Final Fight Revenge <shudder>, another rehash of Donkey Kong, 
and another 10,000 Pokemon games of various colors. We may 
never see another Shinobi, Panzer Dragoon, Bonk (unlikely 
anyways), or Castlevania (after the DC game got canned). Speak 
up, keep the games real. Game Rave must keep it’s spirit alive in 
the readers. Thank you all for reading for as long as you have, I’ve 
had a great time writing for you. Good bye, and good night. 


-Sam Baranowski, Silver 
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Ladies and Gentleman, Game Rave 
has left the building. 


GAME?PRAVE 


